Brainstorming – 7th October – Week 1
Today I began the creation process of our game by brainstorming ideas for the game. After a bit of discussion on types of escapism horror games, we decided to create a ‘point and click’ puzzle game with strong aspects of horror implemented. 
After we’d decided this, we began discussing aesthetics for our game. We spent about 3 hours on this in class and then another hour to just give our own ideas. 
Creating the first basic sketches – 14th October – Week 2
This group meet up consisted of us getting basic sketch ideas down for characters and enemies of the game along with a basic story line for the game. This took about an hour and a half but myself and my other teammate decided to put some more time into the designs while our third group member worked on the layout of the level. 
Coming up with game mechanics and controls – 28th October – Week 4
My group missed a week working together but, in that time, I began designing the main character and enemies while my teammates had made progress on their own parts of the game. This worked well as we could get together and give each other constructive criticism. This took a few hours spread over two days.
Beginning the design process – 4th November – Week 5
This week my group began to piece together our work. 3D models were created by one of my group members while a basic layout was set up by another group member. With these factors I could begin writing up story elements and game controls along with game mechanics. This was a very productive week as we spent a good 4 hours on the game.
Editing and Conversing – 11th November – Week 6 
Now we can edit our work and talk about what’s good and what’s bad about each part of our additions. We might’ve not been able to get much done in the ways of game creation with Unreal but there was still a lot we did with research and game creation. This part of our work took about 2 hours.  
Finalising and Writing – 25th November / 2nd December – Week 7 / 8
In the last two weeks of our project my group and I finalised what work we had and began to write up our personal reflection reports along with the PowerPoint to present to our lecturer. This took a few hours each day we worked on it but was all worth it for the end results. Taking the weekends to edit the final pieces and write up this progression diary worked really well.  






This game involves a simple ‘point and click’ style of puzzle solving gameplay.
 Once the player starts the game, they will be treated to a cutscene involving a young girl walking home from school before she notices a figure that looks like her deceased mother lurking in the nearby forest. She runs to follow this being into the forest before she gets lost. This leads on to the first level of the game, after a few lines of short dialogue from the little girl the game begins with a short tutorial on how to play the game.
The general gameplay will consist of puzzle solving through item collection and arrangement. The general visual style follows that of a child’s story book with an eerie, other worldly feel. It won’t be a loud and bombastic game but a quiet and suspenseful kind of game with a high-risk factor as enemies can kill you in one hit, considering the player character is an 8-year-old girl.
The platform that this game will be made for will be PC only as the controls will be restricted to mouse controls as well as spacebar controls for the pause menu. The engine that the game will be in is the Unreal Engine while the minimum number of specs players will need is
The visual style will be like that of a child’s story book with sketchy trees and an all-around cartoonish feel with a strange, eerie undertone to make the player feel on edge and uneasy. The main character will have a very childish appearance, with big shiny eyes and short hair that’s been put up into pigtails, While the enemies of the game will have a torn and weary look to them as if they’d been dragged through the mud or drown in a river.
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The visual motivator for this sort of style was the experiences each of us had when we were younger and had gone through the woods, by ourselves or with our families. The chill darkness of a pine forest with the cold sound of the wind through the pine needles is enough to scare a child when they’re on their own. The inspiration for the main character was ‘Boo’ from the movie ‘Monsters Inc.’ while the enemies were inspired by banshees (Vengeful Scottish spirits) and Mari Llwyd (A Welsh Christmas spirit), these beings fit well into the whole feel of the game as the area and forest is based close to the ocean.
In our game there will be no music as we plan to just use diegetic sounds as well as a subtle droning ambiance to set a depressing and unsettling feel. The sounds of waves and the wind fit perfectly into the game as well as the distant sound of cars emphasising how close but how far the main character is from society while trapped in the forest. The dialogue will not have voices but instead the sound of typing for every letter spoken, enemies however will have a weak groaning or wailing coming from them to emphasise their torture.   
The environmental assets will mostly be sketches images of trees and mud. As well as small patches of grass and stones. As the area will be based on a cash crop forest, which are common in Wales, there won’t be many things inside of it like big boulders or bushes, there will be mushrooms, however.
When the game first loads up the player will be greeted to a simple load screen with the main choices being Venture (Start), Return (Load), Run (Exit) and Tinker (Options). Obviously when the player first loads up the game, they’ll press the start button and enter a load screen which will just have a little pinecone rolling in the corner of the screen.
The main character is a little 8-year-old girl named Deryn who lost her mother not too long ago, her abilities mostly consist will her strong dexterity meaning she’s very good at making things, such as her main weapon and distraction device, her slingshot. Her special trait is being able to sense when ghosts are around, indicated by her increasing heartbeat. She doesn’t have any audio but talking animation will be needed for her in-game sprite.
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[bookmark: _GoBack]These are the research images I used to help create our game and get ideas for both our game and our character designs. 
· Night in the Woods 
· Yumi Niki 
· Mari Llwyd 
· Boo (Monster Inc.) 
· Princess Daisy (Mario – Nintendo) 
· Princess Merida (Disney) 
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